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Penelitian pengembangan ini bertujuan untuk menghasilkan produk berupa 
Learning Object Digital Payment di PT.Circleka Indonesia Utama. Produk 
Learning Object ini difokuskan pada pengembangan video pembelajaran 
mengacu pada model Integrative Learning Design Framework (ILDF) yang 
terdiri dari tiga tahap yaitu tahap eksplorasi, tahap enactment, dan tahap 
evaluasi. Pada tahap eksplorasi, terdapat sub tahapan berupa mencari 
infomasi, survey terhadap literatur, dan pengembangan teori.  Pada tahap 
enactment (penyusunan), terdapat sub tahapan berupa pengembangan desain 
pembelajaran, pengembangan prototype, serta perincian desain produk 
pengembangan. Pada tahap evaluation (evaluasi) terdapat sub tahapan 
berupa evaluasi kualitas media, expert review dan evaluasi pengguna. Produk 
Learning Object ini telah melalui tahap evaluasi yang melibatkan para ahli. 
Penilaian dari para ahli (expert review) yang menunjukan dari ahli materi 
sebesar 2,70 yang dikategorikan baik, ahli desain pembelajaran sebesar 2,60 
yang termasuk kategori baik, ahli media pembelajaran 2,60 yang dikategorikan 
baik. Dan berdasarkan hasil ujicoba kepada pengguna didapatkan sebesar 
3.30 yang dikategorikan baik. 
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This development research aims to produce a product in the form of a Learning 
Object on Digital Payment material at PT.Circleka Indonesia Utama. This 
Learning Object product is focused on developing instructional videos referring 
to the Integrative Learning Design Framework (ILDF) model which consists of 
three stages, namely the exploration stage, the enactment stage, and the 
evaluation stage. At the exploration stage, there are sub-stages in the form of 
finding information, surveying the literature, and developing theory. At the 
enactment stage, there are sub-stages in the form of learning design 
development, prototype development, and detailed product design 
development. In the evaluation stage, there are sub-stages in the form of media 
quality evaluation, expert review and user evaluation. This Learning Object 
product has gone through an evaluation stage involving experts. The 
evaluation of the experts (expert review) showed that the material expert was 
2.70 which was categorized as good, the learning design expert was 2.60 
which was in the good category, and the learning media expert was 2.60 which 
was categorized as good. And based on the results of trials with users, it was 
3.30 which was categorized as good.  
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